Wizard School of Mutation: Melee support 


wizard 


School of Mutation, third draft Feedback appreciated! 


Description 
The material world is filled with creatures fantastic and mundane; made from the same materials 


las mortal man. 


Learning from the wild, some wizards begin to see the disconcerting truth, that the gap can be 


bridged. 


lf we can be made of what we eat, why can't we take and incorporate those structures and features 


that we envy and make them our own. 


Through a delicate balance of necromancy and transmutation, these wizards close the gap 


between man and monster; for good or ill. 


Field Work 
When you choose this subclass at second level, you gain proficiency in Nature or Arcana. You also 


gain two hit points now, and one additional hit point every level. 


Additionally, you gain the Blade Ward cantrip. It does not count against your cantrips known and 
can be cast as a bonus action. When cast within 10’ of an enemy, you gain temporary hit points 


(Intelligence Mod + Proficiency Bonus) 


When a hostile creature you can see uses an action while the spell is active, as a reaction, you may 
make an Intelligence (Arcana) or Intelligence (Nature) check (DC= 8 + creature charisma mod + 


creature proficiency bonus) to add that action to your list of mutations temporarily. 


You may add a total number of mutations equal to your Intelligence Modifier until you complete a 


long rest. 


lf you attempt to learn more mutations than the limit, the earliest one is forgotten. 


Mutate 
At second level, the Wizard may choose two mutations from the Rote Mutations list. These do not 
count against the allowance granted by the Field Work feature. The wizard chooses an additional 


Rote Mutation to gain from the Rote Mutations list at 6th, 10th and 14th levels. 


As a bonus action, the wizard may use a spell slot to mutate an ally creature they can touch. That 
ally gains temporary hit points equal to twice the level of the spell slot used and a mutation for one 


minute. If the target is already mutated by this feature, the new mutation overwrites the previous. 


Cruel Cantrips 

At 6th level, your tongue splits into a fork at the end. Your cantrips gain bonus damage equal to 
our Constitution Modifier. As a reaction, you may weaken enemies within 10’ that you have 

damaged with a cantrip this turn. Weakened enemies grant advantage to attackers until the end of 


our next turn. 


Reactive Scales 
Starting at 70th level, your sprout shimmering scales on your arms, torso, neck, and feet. The 


temporary hit points you gain from Field Work gain a bonus equal to your Constitution modifier. 


Additionally, if you are damaged by an action while blade ward is active, you may add that action to 
our mutation list until you finish a long rest. This does count toward your temporary mutation 


allowance. 


Claw of the Cockatrice 

At 14th level, a digit of the wizard’s choosing becomes gnarled and withered. It loses sensation, but 
still acts as a normal digit. This digit can act as a spellcasting focus. It gains a casting bonus from 
any focus the wizard has equipped. Detect magic reveals transmutation magic radiating from the 
digit, and it is considered a cursed item. If you take damage equal to or more than half your total hit 
points, the digit is destroyed. If it is destroyed, it regrows in 1d4 days. This time can be reduced by 


lone day by consuming a raw chicken heart. 


The wizard gains the Flesh to Stone spell. It is always prepared and does not count against spells 


known or prepared. 


Spells cast with a cast time of one action and a single hostile target, using the cursed digit, are 


augmented in the following ways: 


The initial spell save DC increases by your Constitution modifier 
e The spell lasts the full duration without concentration 


The spell gains the range of “touch” 


The spell's effects end of the wizard is reduced to 0 hit points or if the finger is destroyed. 


Rote Mutations List 


Two Headed: The mutant sprouts a second head. It is hypervigilant and has a sweet tooth. 
The mutant gains advantage on Wisdom (Perception) checks and on saving throws against 
being blinded, charmed, deafened, frightened, stunned, and knocked unconscious. 

Stench: The mutant’s pores dilate on the arms and chest, releasing noxious sweat. Any 


creature that starts its turn within 5 ft. of the Mutant must succeed on a Constitution 


saving throw (DC = 8 + Mutant’s Consitution modifier + Wizard's proficiency bonus) or be 


poisoned until the start of its next turn. On a successful saving throw, the creature is 
immune to the mutant’s Stench for one minute. 

Grasping Tendril: The mutant sprouts a tentacle. (AC = Wizard Level, HP = Half mutant Con 
Score) It can be used to make an unarmed melee attack. Targets struck are grappled. As 
an action, the target may attempt to escape, DC = 8 + Ally’s Strength Mod + Wizard's 
proficiency bonus 

Wild Movement: The wizard chooses flight, climb, or swim speed. The mutant sprouts 
diminutive wings, fins, or stiff hairs as appropriate. As a bonus action, the mutant may 
move half its move speed as flight, climbing, or swimming; ending at the end of their turn. 
Wild Fortitude: The mutant’s skin becomes a thick, hairy hide. If the mutant takes damage 
equal to or less than half its HP that would reduce it to 0 hit points, it is reduced to 1 hit 
point instead. 

Magic Babble: The mutant sprouts a gibbering mouth in their cheek. It gains a cantrip the 
wizard knows to cast at will. It’s casting modifier is Constitution. It's spell save DC is equal 
to 8 + ally con mod + Wizard's proficiency bonus. 

Jiggly Body: The mutant’s skin becomes a gelatin-like substance. Wizard chooses 


Bludgeoning, Piercing, or Slashing damage. The mutant gains resistance to that damage 


type. 


e Third Arm: The mutant sprouts a third arm. It is prone to rude gestures while empty. It can 
interact with objects and wield weapons or a shield. It is subject to Two Weapon Fighting 
rules. 


Combat Regeneration: The mutant begins to sprout vestigial structures all over its body, 


like superfluous fingers or tongues. It regains hit points equal to half the wizard's level, 


rounded up, at the start of its turn. If the mutant takes acid or fire damage, or is not in 
combat, this trait doesn't function at the start of the mutant’s next turn. The mutant stops 
regenerating if it falls to 0 hit points. 

Quills: The mutant sprouts rigid quills from their back. Their AC increases by 7 and, as a 
reaction, they may deal their character level, rounded up, in piercing damage to attackers 


that miss. 


Design Highlights 


It creates a melee support wizard, which is a little unique. 

Constitution as an augmenting modifier ties it to a secondary (tertiary) stat for balance and 
gives a “coming from the body” flavor. 

It has a ton of flavor and tells a story. 

Claw of the Cockatrice is a ton of fun. 

Some features may be OP with certain ally builds, but if players are buffing allies with their 


builds in mind isn’t that just good play and should be rewarded with being badass? 


